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INSTRUCTION BOOKLET 


WARNING : PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 


PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
YOUR NINTENDO® HARDWARE SYSTEM, GAME PAK, OR ACCESSORY. 


This official seal is your assurance 
that Nintendo has reviewed this | 
product and that it has met our | 
standards for excellence in workman- 
ship, reliability and entertainment 
value. Always look for this seal when 
buying games and accessories to 
ensure complete compatibility with 
your Nintendo product. 


~ Official 


Seal of Quality / 


All Nintendo products are licensed by sale for use only with other | 
authorized products bearing the Official Nintendo Seal of Quality™. 


Thank you for selecting the Super Nintendo Entertainment System® 
SUPER PINBALL BEHIND THE MASK™ game pak. 


Please read this instruction booklet thoroughly to ensure proper 
handling of your new games. Then save this booklet for future 
reference. 


Program : ©1993, 1994 meldac/KAZe. All Rights Reserved. Licensed 
from meldac to Nintendo Co., Ltd, 

Package : TM and ®) are trademarks of Nintendo Co., Ltd. ©1993 
American Technos Inc. Alll Rights Reserved. Licensed from 
American Technas Inc. to Nintendo Co., Ltd. 
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Pinball Techniques 


Control Pad LEFT or L Button: Control the left flipper. 
A Button or R Button: Control the right flipper. 
B Button or X Button: Control Nudging feature. 


B Button or X Button: Shoots the ball onto the playfield 
(Skill Shot). 


Select Button: Freezes play. 
Start Button: Starts the game. 


Getting Started 


Insert the Game Pak into your Super NES, 
and switch the power on. 


The title screen will appear, 
followed by 
a demonstration mode. 


Press the START Button to begin. 


CONIPETITION 


Select “GAME MODE” by 
pressing the Control Pad up or IPLAYER _ 
CONOQUEST 
NOBODY CAN BEAT ME 


down. Select the number of 
players for competition by pressing 
left and right. 


Competition Mode 


1 to 4 players can compete for the highest score. 


¢ — Select the number of players on the 
GAME MODE screen by pressing the 
Control Pad left or right (1 to 4 players). 


* Press START or the A Button to enter. 


* — Select your favorite playfield, JOLLY JOKER, 
BLACKBEARD & IRONMEN, or WIZARD. 


Each player receives three balls per game. Gameplay 
alternates between players after each ball. The game is 
over once all balls are played. 
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Conquest Mode 


One player challenges all three playfields. Each 
stage must be cleared before moving on to the next. 


STAGE 1: JOLLY JOKER 


In order to clear this stage, you will need to score 
60,000,000 points to reach the FORBIDDEN DOOR. 
You will have 30 seconds to shoot your ball into 
MYSTERY and move on to Stage 2. 


STAGE 2: BLACKBEARD AND IRONMEN 


To clear this stage, you will need to score 120,000,000 
points to reach the FORBIDDEN DOOR. You will have 30 
seconds to shoot your ball into BLACKBEARD’S TREASURE 
HOUSE and move on to Stage 3. 


STAGE 3: WIZARD 


| To clear Stage 3 and conquer the game, you will need to score 
180,000,000 points to reach the FORBIDDEN DOOR. You will 
i have 30 seconds to shoot your ball into LIMBO. 


i NOTE: If on any stage you miss the FORBIDDEN DOOR, you will 
have to score an additional 20,000,000 points on that level to 
reopen the FORBIDDEN DOOR for another 30-second chance at 
clearing that stage. 
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Thumper Bumper 


Drop Targets: Knock them all down 
to increase bonus. 


Kickback: Ball is automatically 
returned when light is on. Works only 
one time. 


Outhole: The ball is lost if dropped 

in this hole. If a ball is lost while “Shoot 
Again” is lit, a new ball is automatically 
returned to the playfield. 


Playfield Features 


The features for all three playfields are the same, 
with only the feature names being different. Refer to 
the JOLLY JOKER playfield numbers and features 
explanations for BLACKBEARD AND IRONMEN and 
WIZARD as well. 


SKILL SHOT 


On all 3 different playfields, you will have a chance to 
earn bonus points when starting each new ball. Shoot the 
ball when the lights are lit on the middle figure and earn 
1,000,000 points on your first ball, 2,000,000 points on 

your second ball, or 3,000,000 points on your third. 


PLAYFIELD MAP 


@ JACK IN THE BOX 


© mystery 
(FORBIDDEN DOOR) 


© Joker 

@ INSIDE LANE 

© OUTSIDE LANE 
@ Le jackrot 

@ JACKPOT READY 
© MYSTERY READY 
© EXTRA BALL READY 
@ NIFTY CHAT READY 
@ SHOOT AGAIN 

@ Bonus x 

@ KICKBACK READY 
@ MULTI-BALL READY 


@ JACK IN THE BOX 


Randomly distributes a special favor or bonus. 


MYSTERY 

Receive Mystery Value, Mystery Select and Extra Ball 
~ with Mystery Value, score is increased each time 
the thumper bumper is hit. 


If a ball enters MYSTERY when light is on, 2 special 
favors are listed on the display. Player chooses one of 
these favors using the flipper controls. 


JOKER 

When ball is shot at JOKER (#3), a letter is 
provided. When enough letters are gained to spell 
Joker, 2 balls come into play for multi-ball play. MULTI- 
BALL Play provides JACKPOT opportunity! On third ball, 
JOKER must be entered only once for MULTIBALL play. 


INSIDE LANE 

Passes earn (in order): 100,000 points; 100,000 points; 
200,000 points; 500,000 points; 1,000,000 points; 
2,000,000 points and 10,000,000 points. 


OUTSIDE LANE 

Pass OUTSIDE LANE to spell JOLLY JOKER. Points added: 
9th pass - 9,000,000 points; 1 1th through 17th pass — 
2,000,000 points; 18th pass - 18,000,000 points; 19th 
through 44th pass - 2,000,000 points; 45th pass - 
45,000,000 points; 46th through 71st pass — 2,000,000 
points; 72nd pass - 72,000,000 points; 73rd through 98th 
pass — 2,000,000 points; 99th pass - 99,000,000 points. 


You'll also receive MYSTERY SELECT at your 16th pass, and 
an EXTRA BALL at your 27th pass. 


ADDITIONAL MESSAGES/FEATURES 


@ juccter 


During limited time period, all pits earn 5,000,000. 
JOKER 


JOLLY JOKER 

By passing through OUTSIDE LANE (#5) 10 
times and spelling out JOLLY JOKER, you'll 

receive 2,000,000 points each time you go 
through OUTSIDE LANE again. 


NIFTY CHAT 
During a limited time period, all switches 
become NIFTY CHAT Bonus scores. 


BEHIND THE MASK 

BEHIND THE MASK Countdown begins with 
30,000,000 points. Score is earned when ball 
hits JOKER (#3). 


JACKPOT 


During MULTI-BALL Play, shoot at MYSTERY (#2). 
JACKPOT countdown starts if you do so. Win the 
JACKPOT if the ball enters JOKER (#3) during 
countdown time. First JACKPOT period value is 
20,000,000 points. 


Before shooting JOKER (#3), shoot ball into MYSTERY (#2) 
or JACK IN THE BOX (#1). Receive 1,000,000 points each 
time you do. 


Example: If the ball goes into MYSTERY (#2) 3 times before 
going into JOKER (#3), player receives 22,000,000 points. 
Shoot the balls in the same order again to win DOUBLE 
JACKPOT for 40,000,000 points. 


Hint: Before shooting JOKER (#3), try other scoring 
Possibilities to increase total jackpot score. Try for Double 
Jackpot. 


BLACKBEARD 
AND IRONMEN 


@ BLACKBEARD’S CAVE 


BLACKBEARD’S 
TREASURE HOUSE 
(FORBIDDEN DOOR) 


@ IRONMIN 

@ OUTSIDE LANE 
@ SKELETON 

@ LM JaAckpot 

@ JACKPOT READY 
© MYsTERY READY 
@ EXTRA BALL READY 
@© THUNDER READY 
@ SHOOT AGAIN 

@ BONus x 

© KICKBACK READY 
© MULTI-BALL READY 


ADDITIONAL MESSAGES/FEATURES 


See features explanation for JOLLY JOKER features on 
page 10. Features for all 3 playfields are the same; 
only the names are different. 


@ TREASURE HUNT 

@ cow 

@ JoLty RocER 

© unpir 

@ Hoist THE JOLLY ROGER 


PLAYFIELD MAP 


@ ENIGMA 


LIMBO 
(FORBIDDEN DOOR) 


© BEAST 

@ RIVER OF DARKNESS 
© RIVER OF BELIEF 

@ Live Jackpot 

@ JACKPOT READY 

© MYSTERY READY 

@ EXTRA BALL READY 
@ TRICK OR TREAT READY 
@ SHOOT AGAIN 

@ Bonus x 

@ KICKBACK READY 
@ MULTI-BALL READY 


ADDITIONAL MESSAGES/FEATURES 


See features explanation for JOLLY JOKER features on 
page 10. Features for all 3 playfields are the same; 
only the names are different. 

BLACK MAGIC 

WIZARD 


HOCUS POCUS 


TRICK OR TREAT 
WIZARDRY 


Pinball Techniques 


GOOD FLIPPER TECHNIQUE 

Don't move left and right flippers into the up position 
at the same time, as it leaves a large opening. Use the 
left and right flippers individually to keep the ball from 
passing through. 


BALL HOLDING TECHNIQUE 

Stop the ball’s haphazard movement by holding the ball 
with the flipper. You can then better aim the ball towards 
higher scoring targets. 


DEAD FLIPPER BOUNCE 

Keep one side flipper from moving. Allow the ball coming 
from the opposite direction to hit this “dead flipper.” This 
will cause the ball to move towards the opposite flipper. 


DEFLECTION POST TRANSFER 
Hold the ball with one flipper, then bounce the ball 
off kicker to send the ball to opposite flipper. 


NUDGING 

This is also known as using Body English or English. It's a basic 
technique that involves jiggling the board to help control 

the ball’s movement. Change ball direction by hitting the ball 
off the left or right kicker. BEWARE! Too much nudging may 
cause you to TILT, losing your ball and bonus points as well. 


REV-E 


li WARRANTY AND SERVICE INFORMATION 
3-MONTH LIMITED WARRANTY (For Hardware, Game Paks, & Accessories) 


Nintendo of America Inc. (“Nintendo”) warrants to the original purchaser that the product 
(hardware, game paks and accessories) shall be free from defects in material and workmanship 
for a period of three (3) months from the date of purchase. If a defect covered by this warranty 
occurs during this three (3) month warranty period, Nintendo will repair or replace the defective 
product or component part, at its option, free of charge. 


ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware Only) 

Nintendo warrants to the original purchaser that the hardware product shall be free from defects 
in material and workmanship for an additional three (3) months beyond the original 3-month 
warranty period described above. If a defect covered by this warranty occurs during this additional 
3-month warranty period, Nintendo will repair the defective hardware product or component free 
of charge. The original purchaser is entitled to this additional 3-month limited repair warranty only 
if the Consumer Proof of Purchase Card (attached to the hardware packaging when sold) is 
returned promptly after the date of purchase to Nintendo by the original purchaser or the original 
purchaser's retailer. 


WARRANTY SERVICE OR REPAIR/SERVICE AFTER EXPRIRATION OF WARRANTY 
You may need only simple instructions to correct any problem with your product.Call the 
NINTENDO WORLD CLASS SERVICE® Consumer Assistance Hotline at: 1-800-255-3700 
rather than going to your retailer. Hours of operation are 4 a.m. to Midnight, Pacific Time, 
Monday - Saturday, and 6 a.m.to 7 p.m., Pacific Time, on Sundays (times subject to change). If 
the problem cannot be solved over the telephone, you will be referred to the nearest 
AUTHORIZED NINTENDO WORLD CLASS SERVICE® Genter or you will be offered express 
factory service through Nintendo. You also may refer to your yellow pages directory under the 
heading of Video Games - Service & Repair, for the nearest authorized service location.In some 
instances, it may be necessary for you to ship the complete product, FREIGHT PREPAID AND. 
INSURED FOR LOSS OR DAMAGE, to the nearest service location. 


WARRANTY LIMITATIONS 

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS 
NOT SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON- 
LICENSED GAME ENHANCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY DEVICES); 
(b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS MODIFIED OR 
TAMPERED WITH; (c) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, 
OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP;OR, 
(d) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED,OR REMOVED. 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED 
IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (3 MONTHS OR 6 
MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR 
CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY 
IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON 
HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR 
INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This warranty gives you specific legal rights, and you may also have other rights which vary from 
state to state. Nintendo's address is as set forth on the back cover of this manual. 


This warranty is valid only in the Urited States, 


Nintendo of America Inc. 
P.O. Box 957, Redmond, WA 98073-0957 U.S.A. privtep in Japan: 


